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ABSTRACT 

This paper proposes an innovative "learning-by-doing" approach for teaching Enterprise Resource Planning (ERP) concepts. 

Based on tum-based simulation games, students are put in a situation in which they have to run their business with a real-life 
ERP (mySAP ERP). Using standard reports and the business intelligence module of the ERP, students must analyze these 

transactional data to make business decisions and ensure the profitability of their operations. The pedagogical objectives of 

this game are threefold: i) to develop a hands-on understanding of the concepts underlying enterprise systems, ii) to experience 

the benefits of enterprise integration firsthand, and iii) to develop technical skills at using ERP software. This approach was 
successfully tested with both undergraduate and graduate business administration students majoring in information 

technologies in an AACSB school. 
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1. INTRODUCTION 

Teaching the concepts underlying an Enterprise Resource 

Planning (ERP) system is a difficult task. Many students 

have very little IT experience to which they can relate these 

concepts. They may have acquired business experience in 

one or two functional areas, but many of them have only a 

limited understanding of the operational aspects supporting 
the value creation process in modern firms. Moreover, they 

usually have had no firsthand experience with the functional 

un-integrated software that the ERP system was designed to 

replace. For these students, the horizontal integration of the 

firm, one of the greatest benefits of implementing an ERP 

system, can be very abstract due to their lack of hands-on 

experience with legacy systems. 

Yet business students are very computer-literate these days. 

Born after the first personal computers came onto the 

market, many of them have never experienced life without a 

keyboard or a mouse. Most of them had not even begun high 

school when the Internet started its exponential growth in the 
early 1990s. Therefore, if they get hands-on experience with 

an ERP system, undergraduate and graduate students can 

learn the system and its core concepts very quickly. 

A number of authors have suggested the use of simulation 

games as an innovative pedagogical approach to teaching 

business concepts (Aldrich, 2003; Prensky, 2001). 

Simulation games replicate, in a simplified manner, the 

complexity of a real-life environment, giving the participants 

experience with a particular phenomenon. Simulation games 

have been widely used in different managerial disciplines 

such as strategic management, operations management and 
accounting (e.g., Mitchell, 2004; Sparling, 2002; Springer 

and Borthick, 2004). Simulations have also been used in the 

field of IT. For example, Nulden and Scheepers (2002) 

suggested a learning methodology to guide students through 

the experience of software development failure and 

escalation so that they can learn firsthand from this 
experience. Draijer and Schenk (2004) reported using 

business simulations in companies to teach ERP-related 

concepts and best practices. Bodoff and Forster (2005) used 

an e-market simulation to introduce IT students to market­

oriented information systems. 

This paper proposes an innovative "learning-by-doing" 

approach to teaching ERP concepts. Building on the 

approach proposed by Draijer and Schenk (2004), the article 
presents a simulation game in which students have to run a 

business with a real-life ERP (mySAP ERP). Groups of five 

to six students each operate a firm in a made-to-stock 

manufacturing supply chain and must interact with suppliers 

and customers by sending and receiving orders, delivering 
their products and completing the whole cash-to-cash cycle. 

A simulation software program and computer-automated 

script were developed to automate the sales process, so that 

every firm receives a large number of orders in each quarter 

of the simulation. Using standard reports and the business 

intelligence module of the ERP, students analyze these 

transactions and make business decisions to ensure the 

profitability of their operations. This business simulation is 

set to last seven weeks (half a regular semester) and 
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